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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY THIS GAME CARD WILL WORK 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE a ONLY WITH THE NINTENDO DS™ 
USING YOUR NINTENDO® HARDWARE SYSTEM, GAME CARD OR py rctat sea) aiguyassirance VIDEO GAME SYSTEM. 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND that this product is licensed or 
SAFETY INFORMATION. manufactured by Nintendo. Always 

look for this seal when buying 
IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING video game systems, 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES. accessories, games eae 


and related 


A | Nintendo does not license the sale or use of products 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, spmnounie Ofieta Newarte Soa 
such as while watching TV or playing video games, even if they have never had a seizure before. 

¢ Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition 
should consult a doctor before playing a video game. 

e Parents should watch when their children play video games. Stop playing and consult a doctor if you or 


your child have any of the following symptoms: A 
Convulsions Eye or muscle twitching Loss of awareness CAUTION - Styl us Use 
3 hag peel ann ae He eles ; Disorientation To avoid fatigue and discomfort when using the stylus, do not grip it tightly or press it hard against 
ore luce t e likelihood of a seizure when playing video games: the screen. Keep your fingers, hand, wrist and arm relaxed. Long, steady, gentle strokes work just 
1. Sit or stand as far from the screen as possible. as well as many short, hard strokes. 


2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 


4, Play in a well-lit room. 
2 By a ® 
5. Take a 10 to 15 minute break every hour. EVERYONE 10-+ A rLus 


WWW.ATLUS.COM 
- 199 Technology Drive, Suite 105 
AAWWARNING - Radio Frequency Interference 0 Irvine,CA 92618 
The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, including ee areaay 
cardiac pacemakers. J LICENSED SY 
¢ Do not operate the Nintendo DS within 9 inches of a pacemaker while using the wireless feature. 
e If you have a pacemaker or other implanted medical device, do not use the wireless feature of the (Nintendo) fe i 
Nintendo DS without first consulting your doctor or the manufacturer of your medical device. z r 
* Observe and follow all regulations and rules regarding use of wireless devices in locations such as Pr eae pote ie Ore SEAL ARE TRADEMARKS OF NINTENDO. ° 
hospitals, airports, and on board aircraft. Operation in those locations may interfere with or cause This product uses the LC Font by Sharp Corporation, oxcophicomarcharacterss|GFONT: 


malfunctions of equipment, with resulting injuries to persons or damage to property. LC Font and the LC logo mark are trademarks of Sharp Corporation. 


= \ 
Table of Contents ge \ a so Prologue 


It has been over 150 years since Holy King Altrius drove out the power of 
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In the Royal City of Egvard, capital of the Kingdom of Bretwalde, King 
Elliott's people are laying their liege to rest. Fears of an invasion from the 
belligerent Grand Meir Empire, which has lately been strengthening its 
military, lead to heightened security for the funeral—but Grand Meir's 
forces manage to overrun the Royal City nonetheless. 


Character Profiles 


b 


The crown prince of Bretwalde and 
hero of the game. With his loyal allies, 
he aims to restore the kingdom. 


A young knight with a passion for 
justice. He is skilled at hit-and-run 


tactics, using his mobility to the 
fullest. 


A neal 
high defe 
a little about everything and 

considers himself a ladies’ man. 


armored knight with 
nsive power. He knows 


Bretwalde's court wizard. After Grand 
Meir's invasion, his whereabouts are 


unknown. 


Controls 
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Emperor of Grand Meir and a CoTROLIERG ———— 
true warrior. He fights a cee 
. . : —— 
alongside his troops. eH) } -~— asurton 
| i B BUTTON 


START 
SELECT 


NINTENDO DS™ 


Before Battle 


+Control Pad | Move cursor, increase/decrease counters 


Serdic's younger sister, the Princess of 
Bretwalde. She has lived in a 
monastery in Verona ever since she 
was a child. 


X Button | Show details, finalize acquiring skills fi nalize setting skills 


Y Button | Cancel acquiring skills, cancel setting skills 


Game Flow 


In Battle Before Battle (p. 16) 


Move the cursor, choose an item, choose a unit's 


+Control Pad Faure 


Select a unit, display the command window, make 


A Button aa 
decisions 


Load (p. 15) 


B Button | Cancel decisions, cancel a unit's route, undo unit 
selection 


X Button | Display the menu 


Y Button | Toggle between expanded and reduced battle map 


Victory Conditions (p. 26) 


Chapter Title 


Switch between available units, make decisions in 
squad menu 


UR Buttons 


Chapter Prologue 


Commands and units shown on the touch screen can be controlled 


directly via touching and sliding. Errands (p. 24) 


In Battle (p. 27) Battle Results (p. 32) 


Errand Results (p. 32) 


Map Screen 


Player Phase 
Visitor Phase 


Enemy Phase 


Money Earned (p. 32) 


Starting the Game 


Make sure the Nintendo DS is turned OFF and insert 
the Rondo of Swords Game Card into the Game Card 
slot until you hear a click. 


2. Turn the power ON and the screen to the right will be 


displayed. Once you have read and understand its 
contents, please tap the Touch Screen. 


3. Please touch the Rondo of Swords panel on the Menu 


Screen. The game will begin. 
* If the Nintendo DS is set to Auto Mode, the game 
will start automatically. 


4. For instructions on how to proceed further, please 


refer to pg. 11. 


AQWARNING- HEALTH AND SAFETY 


(BEFORE PLAYING, READ THE HEALTH 
‘ANO SAFETY PRECAUTIONS BOOKLET 
FOR MPORTANT INFORMATION 
‘ABOUT YOUR HEALTH AND SAFETY. 


TO GET AN EXTRA COPY FO YOUR REG. GO ONLINE AT 


If the Nintendo DS is closed during gameplay, it will automatically enter Sleep Mode 
to limit battery consumption. Opening the system will deactivate Sleep Mode and 


allow you to continue the game. 


New Game 
Start the game from the beginning. 


Load 
Start from a previously saved file. 


Continue 
Load a suspend save and resume where you left off. 


<Can only be used when a suspend save exists. Once a suspend save is loaded, 
it will automatically be deleted. 


Tutorials 
Learn the basics of the gameplay systems. 


Saving and Loading 


How to Save 
You can save your game while choosing your party for 
battle. The save screen will also appear automatically 
after the Results screen. 


How to Load 

Select Load at either the title screen or the Before Battle 
screen to view a list of saved files. Choose either of the 
two files to restart the game from where you last saved. 


Suspend 

By choosing the Suspend command from the menu during battle, you can create a 
suspend save and end the game. You may only have one suspend save at a time. If 
you create a suspend save while one already exists, the older suspend save will be 
overwritten, so be careful. 


Continue 
See Continue on Starting the Game (pp. 13-14). 


Before Battle 


Formation 


Before you head to the battlefield, you can organize your units, set up special 


missions, and so on. Once you're finished preparing, you can choose Fight! and 


; bottom screen shows a list of available units. 
head into battle. 


Fight! Unit Stats (p. 18) 
End preparations and head into battle 


Gear 
Equip items 
and accessories (p. 17) 


# of units that can be 
brought into battle 


BE Serie 
Ly 2 XP 18/100 


Details 

Press the X Button or 
touch with the stylus to 
bring up the Status, 
Gear, and Skills screen 


Status 
Check a character's equipped 
items, skills, magic, bio, 
and condition. (p. 17) 


Status 

Here you can view equipped 
items, set skills, the unit's bio, 
and the unit's condition 


pri 


Gear 
Equip items and accessories 


Save/Load (p. 15) 
Errands (p. 24) 


Character List (p. 17) Skills (p. 17, 22) 


Skills 
Acquire and set skills (p. 22) 
For explanations of each section, see their respective pages. 


When you select Formation, the top screen will show a unit's statistics, while the 


Bi Icon 


Shows that a unit 
is selected for battle 


The unit's level 
and condition 


Skills 7 Bic [cond]: [ack] 


Unit Stats 


You can view a unit's stats while changing formation Dazed —— Will face a random direction after moving. 


before battle or by moving the cursor over a unit during Leak —— HP will decrease each turn. 
battle. Sap —— MP will decrease each turn. 

Crazed —— MC gauge rises twice as fast. Attack and other parameters will be 
State reduced. 


Shows a unit's condition. A unit's condition can change Weak —— Every attack against this unit will be a critical hit. 


in battle or through item use. There are 15 conditions: 


When a unit is in Boost, Hero, or Green condition, they cannot be affected by the 
other status conditions. When a unit is Timid or has any other negative condition, it 


Normal —— A condition with no bonuses or penalties. ; 
Boost —- MC gauge rises twice as fast. has a chance of recovering to Normal each turn. 
Hero —— Received support effects are increased by 1.5. M 
Green —— Cannot be targeted by enemies or affected by support skills. Can oe : 
only deal half damage to enemy units. Shows how many spaces a unit can move on the map. 
‘ait! == Ganneucounterattack You can check how terrain will 
Stich cannchimeve ; affect Move by highlighting it with 
Glass: = The next attack will put the unit in Hurt status, regardless of its HP. eee 
Scared —— Cannot pass through enemy units. 
Tired -— Will be hit by 100% of enemy attacks, with no ability to me Micon counter) : svete ; 2 
Beer attacks Points are gained by attacking the enemy or using certain skills. The higher a unit's 


Clumsy —— Cannot use items. MC is, the greater the likelihood that he or she will be attacked. 


ATK 
A unit's attack power. The greater this value, the more damage the unit will inflict 
during battle. 


Lv 

A unit's level. When the unit's level rises, his or her stats will increase, and he or 
she will gain skill points. 

DEF 

A unit's defensive strength. The greater this value, the less damage the unit will take 


EXP 
during battle. 


Each time a unit attacks an enemy or uses magic, he or she will gain experience 
points. Units gain one level for every 100 experience points earned. 


MAG 

A unit's magical strength. The greater this value, the more damage an offensive 
spell will do, and the more HP a curative spell will restore. It also affects the amount 
of damage a unit receives from magical attacks. 


HP 

A unit's endurance. Units lose HP when they are attacked; if their HP reaches 
zero, they become Hurt and are unable to fight. Hurt units cannot go on Errands, 
and if they are deployed to the next map, they will suffer a penalty to their stats. 
Once the next map is cleared, Hurt units will recover. 


OB (OverBreak) 

A unit's special ability. As a unit attacks enemies, the gauge will gradually rise; once 
it reaches a set level, the unit will gain one OB point, allowing it to use its 
OverBreak ability. OB abilities are used by selecting OB from the Command Menu 
during battle. The details of each unit's OB can be checked by selecting Bio on his or 
her Details screen. Units can have a maximum of three OB points; their OB effects 
will increase once they have all three. 


MP 
A unit's magic power. MP decreases when a unit uses magic; if there is no 
remaining MP, the unit cannot cast spells. 


{Unit __[_ Ability go nah ad Tore 

Serdic Brave Ray | The Holy Blade releases a beam of light in a single direction 
“Kay | LastResort | Sactfces his own HP for a long-range attack on a single target 
“Margus | Share the Love | Sacrifices his own HP to restore nearby allies’ HP 


Skills 


By acquiring and setting skills, units can increase their 
maximum HP, use magic spells, and gain a variety of 
other benefits. By acquiring suitable skills that develop a 
unit's potential, you can have an advantage as you fight 
the enemy. 


The skills a unit can acquire differ according to the unit, and the number of 
skills that it can learn increases by level and character class. 


Skill Set ‘ ; 
Simply learning a skill will not bestow its benefits. It must first be set on the 
character for the effects to take place. 


Types of Skills 

There are two major types of skills. The first is Passive Skills, which grant an 
effect simply by being set. Passive Skills include things like increasing maximum 
HP or granting bonuses under special circumstances. 


Cs : 
Invoke Might i Passive | Raises the unit's ATK 


The other type of skill is Active Skills, which are used in battle by selecting them 
from the Command Menu during the Player Phase. Active Skills include things like 
attack magic, restorative magic, and abilities that temporarily increase statistics. 


Will of War | Passive | Restores passing allies’ HP af 
Task Master | Passive | Increased chance of success when shopping 


Lion Rage | Active | riety increases ATK and lowers DEF 


Acquiting’Skills © © eee, LLC 
You can spend Skill Points gained when leveling up to acquire new skills or SED | AS LEE) 
improve existing skills. Each skill has five levels: the higher a skill's level, the 
greater its effect. 


ue Ap nel = 
Fire Raid | Active Does Fire damage to a single target 


Imp Wing | Active Raises a unit's agility for 1 turn 


Errands 


Units can gain strength not just through battle but also 
through Errands, so that no unit need be idle during an 
encounter. Errands are special duties assigned to units 
not in battle. The outcome of the Errands is displayed 
during the Results screen after battle (p. 32). 


Quests 
Help people and be rewarded, or strengthen your 
weapons and magic. 


Training 
Increase a single statistic in Focused training, or raise all 
of your attributes through General study. 


Shopping 

Head to the marketplace to buy and sell items. Each unit 
has its own particular level of skill in shopping. Be 
careful—accidents can happen, and you may end up 
losing all of your money. 


, 


Train steadily 
and it) will, pay 
off in the end 


Quest qe, | @eyifelioMeley You must be at a certain level. 


Journey of Trials 


On the Journey of Trials, you can change into a more powerful class by meeting two 


conditions: 


Journey Ofna 


>< Advanced classes must be level 15, and final classes Vee re new ooo ts 
. h. 
require level 30. Selze it with 


your own 
two hands! 


(e@oyelieeamiuvess You must have the required items. 
>» Each class change requires a number of items, depending on the class. (There is 
no need to equip them.) 


Changing classes bestows a greater number of skill slots and more benefits upon 
leveling up. 


% You cannot go on Errands at the beginning of the game or during certain 
chapters. 
>< Serdic cannot go on Errands. 


| 


Battle & Victory Conditions In Battle 


Battles are the heart of the game. Your goal is to fulfill the Victory Conditions and 
avoid defeat at the hands of the enemy. 


Fight! 
Once your preparations are complete, choose "Fight" to 


be taken into battle. Highlighting an empty space Highlighting a unit 

: "eden Top Screen 
Highlight the map to 
show a list of units, and 
highlight a unit to show 
its status 
(p. 18: Unit Stats) 


Victory Conditions 

When the battle begins, the Victory and Defeat 
Conditions will be displayed. If you win, you will 
proceed to the Results screen; if you lose, the game will 
end. Victory conditions will sometimes change during a 


HP Gauge 
Player: Blue 
Enemy: Red 
Visitor: Yellow/Green 


Terrain Effect 
Highlight to see the 
effect on a unit's DEF 


battle, but you can always review them by choosing Menu 
Goal from the menu in the lower left. Team: See the current 
party's info 


Terrain Type 
Area currently 
highlighted 


Goal: View Victory and 
Defeat Conditions 
Quit: Restart the current 
battle | 
Save: Save the game and 
return to the title 
screen 


In some chapters, the victory condition will be to reach 
a certain spot on the map. In these cases, the square 
marked on the map or the area around it will be your 
destination. 


Move Value 
Move needed to 
traverse this terrain 


End Phase 
(p. 28: Order of Battle) 


Order of Battle 


Each Turn 


Player Phase Visitor Phase Enemy Phase 


Choose your unit's Unaffiliated units act The enemy's units act 
actions automatically 


Once all members of your party have acted, or once you select End Phase, the Player 
Phase ends. After that, all Al-controlled units will act in the Visitor Phase and Enemy 
Phase. The three phases, from Player Phase to Enemy Phase, count as one full turn. 


Visitors 
Units that aren't part of the player's army or the enemy's army are called Visitor units. 


The Visitor Phase occurs only when there are Visitor units on the map. Visitor units can 
be hostile, cooperative, or something else entirely. 


Player Phase 
When you highlight a unit and press the A Button, or touch 
the unit twice with the stylus, a menu where you direct 
that unit (the Unit Menu) will be displayed. The commands 
you can give depend on the unit's type and the skills it has 
set. 


Info —— Check a unit's status, equipped items, skills, magic, bio, and condition 
> You can check units that have moved already, as well as enemy units. 
Item —— Display a list of equipped items 
3< Using an item will end the unit's turn. 
Magic —— Display a list of available magic 
Bow —— Execute a ranged attack using a bow 
OB —— Use an OverBreak ability (see p. 21: Unit Stats) 


Dialogue Events 
On certain turns, or when certain units end up next to one 
another, dialogue events may occur. 


Route Maneuver System 


Movement Range and Actions 
When you highlight a unit, its movement range will be displayed in red. By passing 
through other units, the unit will perform a variety of actions. This combination of 
movement and actions is called the Route Maneuver system. 


Defeated Units 

When a unit's HP is reduced to zero, it disappears from 
the map, and the game proceeds without it for that 
chapter. Defeated units are Hurt until the end of the next 
chapter's battle. Hurt units suffer a penalty: they cannot 
go on Errands, and their stats in battle will be reduced 
until they are no longer Hurt. Even if a unit is defeated, 
any EXP gained in that battle will not be lost. 


Example: Attacking an enemy 


The unit's range of movement 


= 


Died barter a In many chapters, allowing Serdic to be defeated is one of 


the Defeat Conditions. If Serdic is defeated in these 
circumstances, the game will end. 


Stats while Hurt 


Chart a unit's route within its 


range. It will not attack unless 
it passes through the enemy. 


When a unit passes through allies that have not acted, it can receive support. Units 
capable of support skills will have skills described as "...for allies who pass through 
you." (Support Skills), and can provide benefits to their allies. 
Units that already acted cannot provide support. 


Results Screen 


When you win a battle, the game proceeds to the Results screen. Money and 
items gained in battle, as well as the results of any Errands, are displayed here. 


arr 
Gained 1700 
Money Earned | ares 
The amount of money you gain depends on how many Bonus EXP 40 
turns it took to win. Sade bd 


Spoils of Victory 
Items and equipment gained from downed enemies. 


Errand Results 
Review the outcome of any active Errands. 
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Limited Warranty 


ATLUS, at its sole option, will refund, repair or replace at no charge any defective ATLUS 
products within ninety (90) days of purchase with proof of purchase date, so long as the 
defect is not caused by misuse and neglect of the purchaser. EXCEPT FOR THE 
FOREGOING LIMITED WARRANTY, ALL EXPRESS, IMPLIED AND STATUTORY WARRANTIES, 
INCLUDING WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE 
AND NONINFRINGEMENT OF PROPRIETARY RIGHTS, ARE EXPRESSLY DISCLAIMED. 
ATLUS SHALL NOT BE LIABLE FOR ANY DIRECT, INDIRECT, INCIDENTAL, CONSEQUENTIAL 
OR OTHER DAMAGES, EVEN IF DAMAGES RESULT FROM THE USE OF ATLUS PRODUCTS 
IN ACCORDANCE WITH ATLUS MANUAL INSTRUCTIONS. IN SOME JURISDICTIONS, SOME 
OF THE FOREGOING WARRANTY DISCLAIMERS OR DAMAGE LIMITATIONS MAY NOT 
APPLY. 


Repair/Service After Expiration of Warranty 

If your ATLUS product requires repair after expiration of the 90-day Limited Warranty 
Period, you may contact the Customer Service Department at the number listed below. 
You will be advised of the estimated cost of repair and the shipping instructions. 


Call this number for help in operating our products or for general product 
questions. Representatives are available Monday - Friday, 9:00am to 5:30pm 
Pacific Time. 


re) ATLUS Customer Service Department/Technical Support Line: (949) 788-0353 


To keep up-to-date with everything Atlus, including breaking 
announcements, new game media, exciting new contests, and much 
more, please visit www.atlus.com and register for the official Atlus 
Fan Newsletter! 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these 

instructions to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

° Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* When using the stylus, you do not need to grip it tightly or press it hard against the screen. Doing so 
may cause fatigue or discomfort. 

* lf your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several 
hours before playing again. 

* If you continue to have sore hands, wrists, arms or eyes during or after play, stop playing and see a doctor. 


AWARNING - Battery Leakage 


The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the 
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your 
Nintendo DS. 

{ battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash thoroughly with soap and 
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with 
water and see a doctor. 

lo avoid battery leakage: 

* Do not expose battery to excessive physical shock, vibration, or liquids. 

* Donot disassemble, attempt to repair or deform the battery. 

* Do not dispose of battery pack in a fire. 

* Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 
* Do not peel or damage the battery label. 


important Legal Information 


This Nintendo game is not designed for use with any unauthorized device. Use of any such device 
will invalidate your Nintendo product warranty. Copying of any Nintendo game is illegal and is strictly 
prohibited by domestic and international intellectual property laws. “Back-up” or “archival” copies are 
not authorized and are not necessary to protect your software. Violators will be prosecuted. 
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